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(54) Offline force effect rendering 

(57) A processor in a haptic joystick renders force 
effects that are applied to control handle gripped by a 
user. A plurality of force effects specified by a host com- 
puter to the processor are stored in a random access 
memory (RAM) that is coupled to the processor. Further, 
a plurality of force effects are stored in a read only mem- 
ory (ROM) that is coupled to the processor. The proc- 
essor employs a scheduler to render the force effects in 
a specified order, for specified time intervals. The sched- 
uler controls how the force effects are rendered, i.e., se- 
quentially, concatenated, and/or superimposed. A play 
list employed by the scheduler indicates for each incre- 
ment of a sen/o clock when each force effect should be 
rendered by the processor The scheduler has a round 
robin queue that can Implement at least five types of ef- 
fects, including: behavioral, synthesized* wave table, 
variable parameter, and process list. 
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Description 

Field of the Invention 

5 The present invention generally relates to an apparatus and a method for applying a feedback force to a user of 
a device, and more specifically, to an apparatus and a method for rendering haptic effects generated by local processor 
in the device that are indicated to the local processor by a host computer through a communication link. 

Background of the Invention 

10 

Force feedback can simulate the sense of touch (referred to as a haptic effect) for a user of a control device, such 

as a joystick, by generating a force that may be responsive to the user's input or alternatively produce a feedback 
force that simulates a condition in a virtual world environment. Typically, a force feedback device employs a servo 
motor that has a servo loop rate, which is at least an order of magnitude faster than the device's ability to mechanically 
IS transmit a force to the user. For example, the user of a force feedback device with a relatively stiff mechanism, e.g., 
having a maximum rate of 50 Hz, will require a servo loop rate of 500 Hz or better if the user is to perceive a realistic 
haptic effect. 

Historically a host computer has been employed to render the calculations for the servo loop so that a servo motor 
could transmit or apply a desired haptic effect to the user. In the prior art, as each effect is rendered, it is downloaded 

20 by the host computer to the force feedback device for transmission to the user. Even though many host computers are 
capable of rendering the calculations in real time, a concurrent application implemented by the host computer that is 
computationally intensive (employing extensive graphics and sound) can cause a latency in the calculation and sub- 
sequent transmission of the haptic effect to the user. Whenever a latency occurs, the effect is no longer synchronized 
with the concurrent application and the user will not experience the effect in real time. The sense of reality intended 

25 by the haptic is thus adversely affected due to such problems, as well as potential instability of closed loop effects such 
as springs. 

There are two techniques commonly employed in the prior art for rendering force feedback effects to the user. The 
first technique employs a force feedback device that has a memory capable of storing an effect used in an application; 
the effect is activated by the application sending a command to the haptic feedback device, or in response to the user 

30 activating a control on the device. The host computer only provides the parameters for the stored effect, and the device 
produces the force output based on the supplied parameters. 

In the second technique, the host computer and the force feedback device share a common "world view" or co- 
simulation. The host computer renders the graphics and sound of a virtual world and indicates the characteristics of 
objects and their physics in the virtual world to the force feedback device. The device is employed to render the physics 

35 of the virtual world and report the disposition of movable objects of interest to the host. Significantly, both approaches 
have inherent problems in rendering real time haptic effects. The first approach requires the host to continuously interact 
with the force feedback device in order to vary the time period of each haptic effect and schedule the transmission of 
the effect to the user. The second approach requires large amounts of processing power to be concentrated in the 
force feedback device for calculating the physics and position of objects disposed in the virtual world. 

40 Clearly, an approach Is required that avoids the problems of the above prior art techniques for rendering force 

feedback effects. It would be preferable to schedule a plurality of indicated haptic effects for generation by the force 
feedback device so that these effects can be implemented without requiring extensive communication between the 
device and the host computer. An effect that is to be employed by an application, if not stored in the force feedback 
device, should be downloadable from the host computer to the processor in the device. The host computer should be 

^ able to indicate an effect that should be applied to the processor when an application has called for the effect to be 
generated based upon an identification code assigned to the effect. A scheduler in the device should control the order 
in which the effects are rendered by the processor without any further interaction being required between the host 
computer and the device. It should be possible to schedule sequential, concatenated, or superimposed effects to enable 
the rendering of extremely complex effects. Currently, no known prior art haptic control system implements this ap- 

50 proach to achieve the real-time rendering of effects. 

Summary of the Invention 

In accord with the present invention, a force feedback device is defined that is responsive to a request from a host 
55 computer to generate scheduled force effects. The force feedback device includes a member adapted to be grasped 
by a user of the force feedback device. A prime mover is coupled to the member and produces a force that acts on 
the member. A processor coupled to the prime mover renders the force effect, producing a drive signal that is coupled 
to the prime mover. The drive signal causes the prime mover to generate a force corresponding to the force effects. A 
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scheduler Implemented by the processor schedules the force effects so that they are generated during time intervals 
requested by the host computer. A communication link couples the host computer to the processor and conveys the 
request to render the force effects from the host computer to the processor in order to schedule the force effects. 
The scheduler establishes an order of execution for the force effects in response to commands received from the 

5 host computer. Preferably, the scheduler establishes a start time and a stop time for each force effect generated in 
response to commands received from the host computer. 

A servo clock is employed to determine a duration tor each of the time Intervals. The scheduler responds to the 
servo clock to control the duration of a force effect. A plurality of the force effects can be executed concurrently, causing 
a superimposition of the plurality of the force effects. In general, one force effect can comprise a plurality of other force 

10 effects. 

A memory is provided for storing a profile of a force effect initially received from the host computer and an identifier 
that is assigned to the profile. The scheduler employs the unique identifier for each force effect that is requested from 
the host computer when scheduling the force effects. For example, to modify a force effect, the host computer transmits 
the unique Identifier and a modification of a parameter of the profile that was previously stored to the processor, and 
IS the processor employs the modification of the parameter when rendering the force effect. 

The processor can receive a plurality of force effect profiles from the host computer that are combined into a single 
force effect by the scheduler. The single force effect is then assigned a unique Identifier. 

Also included in the device is a memory that stores a table of predefined force effect profiles. Each of the profiles 
is assigned a unique identifier used by the scheduler in identifying each predefined force effect that is included in the 
20 scheduled force effects to be generated. 

Each force effect belongs to one of a plurality of different classes. The plurality of different classes include a behavior 
class, a wave table class, a synthesized class, a variable parameter class, and a process list class. 

Also included in the force feedback device is a switch that is coupled to the processor. The scheduler maps a force 
effect to the switch so that the force effect is rendered by the processor when the switch is actuated. The processor 
25 receives a request from the host computer indicating the force effect that is to be mapped to the switch. The scheduler 
can immediately cause the force effect mapped to the switch to be rendered and generated when the switch is actuated 
and then stop the force effect from being generated when the switch Is no longer actuated. 

Preferably, the communication link comprises a game port and a musical instrument digital interface port. Alter- 
natively, the communication link comprises a universal serial bus port. 
30 In a preferred form of the force feedback device, a plurality of prime movers are coupled to the member. At least 

one of the plurality of prime movers acts on the member to produce each force effect. 

Also included is a sensor for producing a signal indicative of whether the user is gripping the member. The processor 
is coupled to the sensor and responds to the signal by preventing the prime mover from producing any force effect 
when the user is not gripping the member. 
35 A superimposed force effect comprising multiple force effects that are executed simultaneously is among the plu- 

rality of scheduled force effects controlled by the scheduler, in addition, a sequential force effect comprising multiple 
force effects that are executed sequentially, and a concatenated force effect comprising multiple force effects that are 
executed sequentially and have a predetermined envelope are among the plurality of scheduled effects controlled by 
the scheduler. The envelope controls an amplitude of the multiple force effects that are executed sequentially. 
40 A further aspect of the present invention is directed to a method for controlling a device that generates force effects. 

The method includes steps that are generally consistent with the functions implemented by the elements of the force 
feedback device discussed above. 

Brief Description of the Drawing Figures 

45 

The foregoing aspects and many of the attendant advantages of this invention will become more readily appreciated 
as the same becomes better understood by reference to the following detailed description, when taken in conjunction 
with the accompanying drawings, wherein: 

so FIGURE 1 is a side elevation view of a haptic joystick in which a preferred embodiment of the present invention 

Is embodied; 

FIGURE 2 is a system overview block diagram of the preferred embodiment; 

FIGURE 3 is a general overview, schematic block diagram of a preferred embodiment of the present invention; 
FIGURES 4, 5 A, and 56 are flow charts showing the logic Implemented in the preferred embodiment; 
ss FIGURE 6 is a block diagram showing a data structure for an effect object; 

FIGURE 7 is a block diagram showing a data structure for a process list effect object; 

FIGURE 8 is a block diagram illustrating an example of the data structure for a process list effect object; and 

FIGURE 9 is a block diagram showing an example of a data structure for a play list. 
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Description of the Preferred Embodiment 

Haptic Joystick and Ovefview of Force Feedback System 

s With reference to FIGURE 1 , a force feedback (liaptic) joystick 11 , whicii is employed to simulate the sense of 

touch for a user in a virtual environment or in games illustrated, as a typical application of a preferred embodiment of 
the present invention. Joystick 11 includes a control handle 13 that is gripped by a user and which is able to pivot in 
two dimensions (X and Y axes) and rotate about the Z axis. The haptic joystick Includes a trigger switch 1 5, a plurality 
of push button switches 19. a hat switch 21. and a rotatabte control knob 23 (which is typically used for a throttle 

10 control). Other switches provided on the haptic joystick are not shown in this view. To achieve the sense of touch and/ 
or feedback related to control actions initiated by the user a force is generated by direct current sen/o motors that are 
disposed in a base 17 of the joystick. The force (relative to either or both the X and Y axes) is transmitted through 
control handle 13 and is thus experienced by the user 

In FIGURE 2, a general oven^iew of a force feedback system 31 that includes haptic joystick 11 is illustrated. A 

IS host computer 33 is coupled to a processor 35. Processor 35 may comprises a microcontroller unit (MCU), as is the 
case in the preferred embodiment as discussed below, or may comprise a microprocessor or central processing unit 
with additional discrete components, such as memory, analog-to-digital converter (ADC), etc. that are included In the 
single integrated circuit employed for the MCU. Commands from the host computer and the responses from the proc- 
essor are transmitted through a communication link 41 . Host computer 33 transmits the parameters for force effects 

20 and indicates the effects that are to be rendered by processor 35 over this communication link. The drive signals 
resulting from the processor rendering the force effects are supplied by processor 35 to an actuator 39 that generates 
a haptic force for transmission to the user. A position sensor 37 is coupled to processor 35, so that signals indicating 
the position of the joystick control handle are provided to the processor and transmitted to the host computer. 

Whenever an application executing on host computer 33 employs force effects, the host computer will typically 

2S download force profiles (data structures and parameters) for the force effects supported by the application to processor 
35. Typically, the downloading operation can be accomplished when the application is initiated. Once the force effect 
profiles are downloaded to the haptic joystick, the processor associates an ID number with each force effect. An ID 
number may represent a combination of several force effects, as explained in greater detail below. The ID number is 
provided by processor 35 to host computer 33. When the application requests a force effect to be rendered so that the 

30 user can experience it, host computer 33 will indicate to processor 35 the ID number and any parameter modifications 
necessary to render the force effect identified by the ID number. In this manner, the bandwidth required of communi- 
cation link 41 between host computer 33 and processor 35 is minimized, and the computational load on the host 
computer to handle haptic force effects is minimal. Although the preferred embodiment provides that processor 35 
generate the ID number for each force effect and communicate it to host computer 33 in association with specific profile 

35 data for trie force effect, the ID number could alternatively be pre-assigned by the host computer and communicated 
to the processor. A third alternative would be to employ a shared algorithm executed by both host computer 33 and 
processor 35 so that each independently determines the same ID numbers that are assigned to all of the force effects. 
In any case, it is essential that each force effect be assigned an ID number that is employed in all references to the 
force effect communicated between processor 35 and host computer 33, so that the identifier is consistently applied. 

40 

Details of Haptic Joystick Circuit 

A circuit 100, which is used in controlling haptic joystick 11 . is shown in FIGURE 3. With reference to this figure, 
a power supply 12 is coupled to a PWR input of a MCU 10 (which corresponds to processor 35 in FIGURE 2). A power 

^ switch 1 4 is coupled to an 1N2 input port of MCU 1 0 to enable the user to energize MCU 1 0 and the other associated 
electrical components in the haptic joystick. Further, a power LED 16 is coupled to an IN3 input port of MCU 10 and 
is illuminated whenever switch 1 4 is engaged. To detect when the user has gripped the handle of the joystick, an optical 
switch having a transmitter (i.e., a light source) 1 B and a receiver (i.e., a light sensor) 20 is provided. An 0UT4 output 
port of MCU 10 is coupled to transmitter 18, and an INI input port of the MCU is coupled to receiver 20. A program 

so stored within a read-only memory (ROM - not separately shown) included within MCU 10 responds to a change in the 
output signal from the receiver caused by the user's hand blocking the light path between the transmitter and the 
receiver to determine when the user is gripping the handle of the joystick. 

A Y axis DC sen/o motor 22 and an X axis DC sen/o motor 24 are coupled to an OUT! output port and an 0UT2 
output port of MCU 10, respectively. A fan motor 26 is coupled to an 0UT3 output port of MCU 10, for cooling the 

ss components of circuit 100 to prevent overheating. A host computer 32 is coupled to MCU 10. A cord (not shown in 
FIGURE 3) extends from haptic joystick 11 to the game port and the C0M1 communication port of the host computer. 
It is also contemplated that the USB port of newer computers can be used for the communication path between the 
host computer and the MCU instead of the game port and the C0M1 port. 
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The game port is used by MCU 10 to transmit a digital signal indicating the orientation and/or rotational position 
of the joystick control handle and other status messages to an application running on host computer 32. The game 
port's button lines are employed to transmit data and clock values in a digital protocol. The C0M1 communication port 
is bi-directional and is used for sending command responses from the haptic joystick to the host computer, and for 
5 transmitting commands from the host computer to the joystick. For example, a force effect command is provided by 
host computer 32 to MCU 10 through the COMI communication port. In the preferred embodiment, the COMI commu- 
nication port initially employs the Musical Instrument Digital Interface (MIDI) protocol to communicate with host com- 
puter 32. 

Additionally, MCU 10 can detect a special "dongle" signal state on the game port when it is coupled to the host 

10 computer. The special state indicates to MCU 1 0 that a serial interface protocol instead of the MIDI protocol should be 
employed by the COMI communication port for transmitting data to the host computer. When the special state is de- 
tected, MCU 10 automatically switches the functionality of the COMI port to that of a standard serial interface protocol, 
such as RS-232. In conjunction with the game port, the serially configured COMI communication port will perform 
substantially the same functions as provided by the MIDI protocol. Further, the serial interface protocol will transmit 

IS data bidirectionaliy through the COMI communication port at a rate of at least 38.4 kilobits per second. In this way 
the user can enjoy the haptic joystick with operating systems or sound cards that may not support the MID! protocol 
in a manner necessary for proper operation of the present invention. 

A force effect is typically scheduled and rendered in accord with machine instructions (a software program) exe- 
cuted by MCU 10. This program is stored in the ROM within the MCU. Effect data and other variables are loaded Into 

20 random access memory (RAM), which is also included within the MCU. A force effect is rendered when the equation 
or other data defining the parameters of the force effect are applied to generating a drive signal that is applied to drive 
Y-axis DC sen/o motor 22 and/or X axis DC sen^o motor 24, causing the motor(s) to produce a corresponding force 
that Is applied to the control handle of the haptic joystick. The rendered effect is thereby experienced by a user of the 
joystick as a force that acts on the user's hand, through the control handle. 

2S An X-axis position LED 34 and a Y-axis position LED 36 are respectively coupled to an OUTS output port and an 
0UT6 output port of MCU 10. Further, a throttle LED 40 is coupled to an OUT7 output port of MCU 10. The light emitted 
by the X-axis position, Y-axis positbn, and throttle LEDs are time multiplexed and are incident upon a surface of a 
quad position detector 40. The position detector responds to the light received from each of these LEDs in four quad- 
rants, producing sensor position signals that are multiplexed and applied to the 1N4 input port of MCU 1 0. The program 

30 executed by MCU 10 uses the multiplexed position signals to determine the exact disposition of the joystick handle 
and the throttle. Significantly, the program detemiines the X-axis, Y-axis, and rotational positions of the joystick handle 
using only two LEDs. 

Prior art haptic joysticks typically use springs or elastic bands to center the control handle when the user or a force 
effect is not displacing the control handle. Instead of using springs, haptic joystick 11 employs the X-axis and Y-axis 

55 DC servo motors to apply a centering force to the control handle. Quad detector 40 senses the position of the control 
handle and its displacement relative to the centered position. MCU 10 then provides the drive signal to the two DC 
servo motors to center the control handle. Clearly, when a force effect is being applied, the force applied by the DC 
servo motors may displace the control handle from the centered position. But more typically, while the user grips the 
control handle, any displacement of the control handle from the centered position by the user will cause the MCU to 

40 command the DC server motor(s) to provide a force acting on the control handle for one or both of the axes along 
which the displacement occurred, and this force will tend to restore the control handle to the centered position. To the 
user, moving the control handle away from center position will typically result in a force being applied that tends to 
oppose the movement until the control handle Is again centered. The restoring force can be the result of rendering a 
force effect and thus may appear as a conventional spring force, a non-linear positive or negative force, or a more 

4S complex force. When no other force effect is being applied by an application, the default will thus be a centering spring 
force effect corresponding to that which the user would expect if the joystick were centered by springs instead of by 
the force applied by DC servo motors 22 and 24. The centering spring force effect is defeatabte for a maximum force 
dynamic range over all control handle positions. 

In the preferred embodiment, thirteen switches/push buttons, PB1 switch 28 through FBI 3 switch 30, are respec- 

50 tlvely coupled to 1N5 through INI 7 input ports of MCU 10. The switches are configured as follows: (a) a trigger switch 
disposed on the joystick's handle, i.e.. to trigger 15 in FIGURE 1; (b) three switohes mounted on the joystick's control 
handle; (c) five push button switches 1 9 disposed on base 1 7 of the joystick, one of which functions as a shift key; and 
(d) four switches that comprise hat switch 21 , which is also disposed on the joystick's control handle. In the preferred 
embodiment, MCU 10 is a 25 megahertz, 16-bit microcontroller that includes 48 kilobytes of ROM, 2 kilobytes of RAM, 

ss eight analog-to-digltal (A-D) converter input ports, and a plurality of digital input and output ports. The A-D converter 
ports are used for determining the position of the control handle, sensing the power provided by the power supply, 
providing a dead man switch, and for centering and calibrating the position of the control handle. Also, the signals 
produced at the 0UT1 and 0UT2 output ports are pulse width modulated (PWM), so that MCU 10 exercises extremely 
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accurate control of the force generated by X axis DC servo motor 22 and Y axis DC servo motor 24. 
Logic Employed in Rendering Force Effects 

s An important aspect of the present invention is the technique used for controlling the rendering of force effects 

transmitted through the control handle to the user. The present invention uses a scheduler Implemented in software 
by MCU 10 to control the rendering of force effects. The logical steps implemented by the scheduler for ordering and 
timing force effects that are transmitted to the user are shown in FIGURE 4. Beginning at a start block, the logic 
advances to a block 1 02 in which the current value of a servo clock is fetched. Like most processing devices, MCU 1 0 

10 includes a time base that Is used for all timing functions. I n the present invention, the time base Is employed to determine 
a tick of the sen/o clock when rendering force effects. Also, the current sen^o clock value is initially stored when MCU 
10 is energized. In a decision block 104, a determination is made as to whether the difference between the current 
servo clock value and the stored servo clock value is greater than a tick of the sen/o clock, which in the preferred 
embodiment, is two milliseconds. If the difference is not greater than this time interval, then the procedure continues 

IS to loop through block 102 until an affirmative determination is made at decision block 104. Once one sen/o clock tick 
has elapsed, the logic steps to a block 105 where the current value of the sen/o clock is stored. Next, in a block 106, 
the position values for the control handle are stored. The signals from quad detector 40 are multiplexed and used to 
determine an indication of the X-axis, Y-axis, and rotational position of the control handle. After storing these values, 
the logic advances to a block 108 to determine velocity values for the control handle based upon changes in the stored 

20 position values relative to the values that were stored two milliseconds earlier. The stored position values and velocity 
values are filtered to reduce errors induced by noise. Further, the filtered velocity values are employed to determine 
acceleration values for the control handle, which are stored, by determining the changes in the velocity of the control 
handle relative to the previous velocity values that were determined two milliseconds earlier 

Once the filtered position, filtered velocity, and acceleration values are stored, the logic advances to a block 110 

2S and the status of the push buttons and the miscellaneous switches associated with the joystick are updated for a button 
list that employs an activity table to indicate the push buttons and the switches that are currently actuated. The logic 
moves to a block 112, and a data packet is built for transmission to the host computer. The data packet contains the 
positbn values that were just stored and the status of the push buttons and switches and is built following each sen/o 
clock tick, even if the host computer does not request MCU 10 to provide the data packet. 

30 The logic moves to a block 114 and the status of the interlock (dead man optical switch) is stored. The interlock 
status depends upon whether the optical path between transmitter 18 and receiver 20 is blocked. The logic steps to a 
block 116 and queued host computer commands and device responses are parsed. Block 116 is presented in greater 
detail in the discussion of FIGURES 5A and 5B below. The logic then advances to a block 118, in which any force 
effect that is associated with an actuated push button or switch on the button list is rendered and the force effects 

35 resulting from the rendering are summed. For example, if the user actuates trigger 1 5 to fire cannon on a jet fighter in 
a "dog fight" simulation game application, a feedback force effect associated with the cannon in a button list will be 
rendered so that the resulting force may be applied to the control handle. The logic advances to a block 1 20 in which 
any force effects on the play list that are scheduled for the current sen/o clock tick are rendered and summed. 

Next, in a decision block 1 22, a determination is made as to whether the user is gripping the handle of the joystick. 

40 If the user is gripping the handle, the optical path will be blocked and the generation of force effects will be enabled. 
In contrast, when the optical path is not blocked by the user gripping the handle, the generation of force effects will be 
disabled, causing the logic to retum to block 102. If the determination in decision block 122 is true, the logic proceeds 
to a block 124. The rendered and summed force effects from both the button list and the play list are added together 
to create a total summation of force effects that is rendered to develop the drive signal for the X-axis and Y-axis DC 

45 sen/o motors. Finally, the togic loops back to a block 102 to start detenmining the force effect(s) produced during the 
next servo clock tick. 

Turning now to FIGURE 5A, the parsing step implemented in block 118 is presented in greater detail. Moving from 
the start block, the logic advances to a decision block 126, and a determination is made as to whether a command 
queue for receiving commands from the host computer is empty The command queue has a circular first in first out 
50 (FIFO) data structure. In the preferred embodiment of the present invention, the command queue is eight bytes in 
length and is emptied at every sen/o clock tick (every 2 milliseconds). If the determination at decision block 1 26 is true, 
the logic jumps out of the parsing routine and returns to the main logic flow of FIGURE 4. If the command queue is not 
empty, the logic advances to a block 128, and the first data item (byte) in the command queue is moved into the 
command buffer. 

55 The command buffer can hold up to 1 28 bytes of data items, so that extrernely complex commands can be passed 

from host computer 32 to MCU 10. However, most host commands are relatively short in length. Although a command 
to create a sine wave force effect may consume as much as 30 bytes in the command buffer, another command to 
modify or execute a sine wave force effect that has already been downloaded may requires as few as three bytes. 
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Thus, after the host computer has initially downloaded the force effect profiles e.g., the data structures and parameters 
that define the force effects not stored in ROM, the commands between the host computer and the processor to control 
rendering of the force effects are usually provided in one servo clock tick. 

Next, in a block 1 29, the command buffer write pointer is incremented. Each command has a pair of read and write 
5 pointers for the command buffer. The write command buffer pointer is incremented each time a data item is written to 
the command buffer. The read command buffer pointer is incremented as each data item is read out of the command 
buffer for execution. In this way, when the values of the read and write pointers are equal to each other and greater 
than zero, a check is provided to ensure that a command that was written into the command buffer was also successfully 
read out of the buffer. 

10 In a decision block 1 30. a determination is made as to whether the data item contains the op codes (first byte) of 

a new command. If tme, the logic moves to a block 132. and the new command flag is set to true. Looping back to 
decision block 126, another determination is made as to whether the command queue is empty. If not, the logic advances 
to block 128. which provides that the next first data item in the command queue is stored in the command buffer. If the 
determination at decision block 130 is negative, the logic moves to a decision block 134, and another determination 

IS is performed to decide whether the command in the command buffer is complete, i.e., whether the current data item 
is the last byte in the command. If not, the logic will loop back through decision block 1 26 until the determination at 
decision block 134 is true. 

Once the command in the command buffer is determined to be complete, the logic moves to a decision block 1 36, 
in which a determination is made as to whether the command is being transmitted through the MIDI channel that has 

20 been assigned for communicating data between the host computer and the joystick. This determination sen/es to filter 
out MIDI commands, such as music synthesizer commands, that are not intended for MCU 10. If the determination at 
decision block 1 36 is false, the logic moves to a block 1 38 in which the read and write pointers for the command buffer 
are set to zero. Next, in a block 1 24, the new command flag is set to false. The logic again flows to decision block 1 26 
so that the program may determine whether any commands remain in the host corrvnand queue. 

2S If the determination at decisfon bkx;k 1 36 Is affirmative, the program advances to a block 1 40 as shown in FIGURE 

5B. The sanity of the command is checked by comparing the command op code in the first byte of the command with 
a lookup table of valid commands for the joystick. The logic moves to a decision block 142, and a determination is 
made as to whether the command op code of the new command was found in the look up table of valid commands. If 
not, the logic moves to a block 148, and a negative acknowledgment (NACK) response is placed in the device (joystick) 

30 response queue, which is immediately transmitted to host computer 32, The logic jumps to a block 124, as shown in 
FIGURE 5A. In block 124, the new command flag is set to false. Next, the logic steps to block 126 and the logic flow 
starts over, as previously explained in regard to FIGURE 5A. 

If the determination in decision block 142 of FIGURE 5B is true, the logic advances to a block 144. The sanity of 
the data in the command is evaluated by performing a check sum on the command and determining if the correct 

55 number of bytes for the command are present in the command buffer. In a decision block 146, the logic detemnines 
whether the command is sane, i.e., whether the command passed both of the data sanity checks. If not, the logic moves 
to a block 148, and a NACK response is placed in the device response queue for transmission to host computer 32. 
If the determination Is true, the logic advances to a block 1 50, which provides that the command in the command buffer 
Is executed. As each data item in the command buffer is executed, the read command buffer pointer is incremented. 

40 Next, the logic moves to a decision block 151 to determine whether the command failed to execute. The values of the 
read and write command buffer pointers are compared to determine whether the correct number of bytes were read 
from the command buffer during execution of the command. If the pointers do not have the same value, the logic moves 
to block 148, and a NACK response is placed in the device response queue for transmission to host computer 32. 
However, if the read and write command buffer pointers have the same value, the logic moves to a block 152, and a 

45 positive acknowledgment (ACK) response is placed in the device response queue. Once the ACK response is trans- 
mitted to host computer 32. the logic jumps to block 124 (in FIGURE 5A). The new command flag is set to false and 
the logic flows to decision block 126 so that the logical steps of method 100 can begin anew. 

The ACK and NACK responses in the device response queue are sent to the host computer on the same MIDI 
channel on which the commands are received by MCU 10 for the host command queue. Since the device response 

so queue is just large enough (8 bytes) to contain slightly more than two ACK/NACK responses (6 bytes) at a time, the 
responses are sent to the host computer after each data item is detenmined by the MCU. The Ml Dl protocol is capable 
of transmitting 6.25 bytes of data to the host computer every two milliseconds (servo clock tick). Also, the size of 
commands, ACK/NACK responses and diagnostic messages are at least three bytes long. Consequently no more 
than two responses are queued in the device response queue per servo tick, and the small size of the device response 

55 queue does not create an overflow problem. In contrast, each game port data packet built for the host, which contains 
the position values and the button/switch status values, is only transmitted by the MCU to the host computer upon 
request. 

A watchdog timer is employed to determine if the rendering of a force effect by the haptic joystick has exceeded 
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a predetermined length of time (forty milliseconds in the preferred embodiment). If the execution of a command is 
determined to consume more time than forty milliseconds, it is likely that the rendering and generation of the force 
effect has failed, and the logic wilt immediately interrupt the execution of the program and reset the processor contained 
within MCU 10 so that the logic flow may again start implementing the steps of the scheduler. 

5 

Exemplary Command Set 

In the preferred embodiment, a plurality of commands are executed by the program represented by the logic in 
FIGURES 4, 5A. and 5B. and an exemplary partial list of the valid commands is provided in Table 1. below. 

10 



TABLE 1 - 



20 



Command Set 


Effect 


Playback 


Utility 


Effect Manipulation 


Manufacturing 


PutForce 


Play Effect 


Change MIDI channel 


Destroy Effect 


Force Query 


Constant 


Stop Effect 


Effect Play Status 


Set Effect Parameter , 


Test 


Spring 


Button Play 


Reset All 


Index 


Debug 


Bumper 




Reset Forces On 


Modify Effect 




Damper 




Reset Forces Off 


Parameter 




Friction 




Shutdown 






Inertia 










Wavetable 










Romtable 










Synth 










Delay 










Process 











The command set provided In Table 1 above clearly illustrates at least five different types of commands: effect, 
playback, utility, effect manipulation, and manufacturing. The diverse command set enables the present invention to 
implement a wide variety of force effects and system procedures that are transmitted by host computer 32 to MCU 1 0. 

The Scheduler and Classes of Force Effects 

The scheduler, which is implemented in software executed by MCU 10, is primarily responsible for enabling the 
^ haptic joystick to render force effects that are requested by the host computer. The scheduler has a round robin queue 
for executing a play list that orders the playback of force effects. There are five classes of force effects: behavior, 
synthesized, wave table, variable parameter, and process list. Each class of effects has at least one parameter that is 
modifiable by the host computer and other characteristics that distinguish one class of force effect from another. Be- 
havior force effects have force profiles that employ the position, velocity and/or acceleration values to generate a force 
^ effect. These values are determined by MCU 10 in response to the movement of the control handle by the user. For 
example, friction, damping, inertia, springs, and constant forces are all behavioral effects that are produced in response 
to the user moving the control handle of the haptic joystick. Thus, behavior effects are particularly well suited to sim- 
ulating force effects that are associated with movement of a virtual object within a virtual world. 

Synthesized effects are rendered by MCU 10 as a function of mathematical formulas that are time variant. The 
synthesized effect formulas include polynomials, transform coefficients, sine, cosine, and triangular wave forms. The 
parameters that are modifiable by the host computer for a synthesized effect include direction, frequency, and envelope 
(a time varying amplitude of the force effect). 

Wave table force effects are rendered by MCU 10 based on arbitrary profiles that are stored in a table within the 
RAM or ROM of the MCU. These force effects are similar to synthesized effects and differ only in the manner that the 
force data is obtained for a given servo tick. Although any wave table force effects downloaded from the host computer 
are stored in RAM, predefined wave table force effects are stored in ROM within MCU 10. Since a push button or a 
switch are capable of being mapped to any class of force effect, they may even be mapped to a wave table effect 
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stored in either RAM or ROM. A partial list of wave table force effects stored in ROM, ROM ID numbers assigned to 
each, and the parameters (output rate, gain, and duration) applicable to each are provided in Table 2 below. 



TABLE 2 - 



10 



IS 



20 



25 



35 



45 



ROM Table Force Effects 


Name 


ROM ID 


Output Rate 


Gain 


Duration 


R^^ndom Noise 


1 


Any 


Any 


12289 


AtmrskH C^snrrlar Talc A Off 


2 


100 


100 


2625 


Raclrothali r^rihhlA 


3 


100 


50 


166 


r^ar PnninA Irflinn 


4 


100 


14 


10000 


L/nainSaW 


5 
>j 


100 


30 


1000 


^hoincQiA/inn Thinnc 
L^riainSaWlliy llllliyo 


6 


100 


100 


1000 


uies6i cnyiiio luiiiiy 


7 


100 


40 


10000 


Jump 


Q 
o 




100 


348 


Land 


q 


100 


100 


250 


iviacnirie ouii 


10 


200 


100 


1000 


Pi jnrhAH 


It 


100 


100 


83 




12 


100 


100 


1000 


oBcrei ucxji 




100 

1 \J\J 


98 


500 


owiicn wiiuK 


14 


100 


66 


25 


vvino uiusi 


IS 


100 


75 


500 


vvinu oiioci 


16 


100 


100 


2500 


Pictnl 


1 / 


100 


100 


50 


QKr^tnt m 

oriQiyui 1 


13 


100 


100 


295 


usioei i 


19 


500 


95 


1000 


Laser 1 ^ 




500 


96 


1000 


Laser 2 


21 


500 


100 


1000 


Lao 61 




500 


100 


1000 


Laser o 


23 


500 


100 


1000 


Laser 


OA 




70 


1000 


vjul \Ji Ammo 


2S 


100 


100 


25 


Lignining uiun 


£0 


inn 


71 


1000 


missile 


01 


100 


100 


250 


Clalling VJiUli 


2R 


100 


100 


1000 


onori r tabma 


2Q 


son 


97 


250 


Plasma Cannon 1 


30 


500 


100 


500 


Plasma Cannon 2 


31 


500 


99 


625 


Cannon 


32 


100 


100 


440 


Flame Thrower 


33 


100 


68 


1000 


Bolt Action Rifle 


34 


100 


100 


75 


Crossbow 


35 


500 


100 


31 


Sine 


36 


Any 


Any 


1000 


Cosine 


37 


Any 


Any 


1000 



50 The fourth class of force effects, variable parameter, includes combinations of the behavior, synthesized, and wave 
table force effects discussed above. The parameters of the combined force effects can be variables that change over 
time, as a function of a mathematical formula or according to the disposition of the joystick's control handle. Examples 
of variable parameter force effects include use of a sine wave to modulate the amplitude of a spring, and a wave table 
effect that becomes stronger as the velocity with which the joystick control handle is moved increases. It is highly 

55 desirable to enable the parameters of a force effect being rendered to be varied by the MCU instead of the host com- 
puter. If the host computer were required to vary the parameter in real time and provide continuous updates to the 
processor, the task would significantly increase the computational load on the host computer. 

It should be noted that the scheduler superimposes every force effect on the play list that is scheduled for the 
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stored in either RAM or ROM. A partial list of wave table force effects stored in ROM, ROM ID numbers assigned to 
each, and the parameters (output rate, gain, and duration) applicable to each are provided in Table 2 below. 



TABLE 2 - 



10 



IS 



20 



25 



35 



45 



ROM Table Force Effects 


Name 


ROM ID 


Output Rate 


Gain 


Duration 


Random Noise 


1 


Any 


Any 


12289 


Aircraft Carrier Take Off 


2 


100 


100 


2625 


Basketball Dribble 


3 


100 


50 


166 


Car Enoine Idlina 


4 


100 


14 


10000 


Chain saw 


5 


100 


30 


1000 


Chainsawina Thinas 


6 


100 


100 


1000 


Diesel Enoine Idlina 


7 


100 


40 


10000 


Jump 


8 


100 


100 


348 


Land 


9 


100 


100 


250 


Machine Gun 


10 


200 


100 


1000 


Punched 


11 


100 


100 


83 


Rnrlrat 1 flunrhpr 

lIUUISiOl ^CIUI Iwi Id 


12 


100 


100 


1000 


OC(/lt7l L/vAJi 


13 


100 


98 


500 


OWllUII OIIUIV 


14 


100 


66 


25 


\A/tnH ^iiet 


15 


100 


75 


500 


VVIIIU wl lOOi 


16 


100 


100 


2500 


pjctnl 


17 


100 


100 


50 


QHf^tni in 
OllUlgUil 


IB 


100 


100 


295 


Laser 1 


19 


500 


95 


1000 




20 


500 


96 


1000 


Laser 2 


21 


500 


100 


1000 


Lxioei 


22 


500 


100 


1000 




23 


500 


100 


1000 




24 


500 


70 


1000 


Out Of Ammo 

V^Ul kJI AAI I II I i^^ 


25 


100 


100 


25 


1 inhtninci Gun 

l„l^l III III IV^ Vi^UI 1 


26 


100 


71 


1000 


Missile 

1 VI «w w 1 1 w 


27 


100 


100 


250 


Gatling Gun 


28 


100 


100 


1000 


Short Plasma 


29 


500 


97 


250 


Plasma Cannon 1 


30 


500 


100 


500 


Plasma Cannon 2 


31 


500 


99 


625 


Cannon 


32 


100 


100 


440 


Flame Thrower 


33 


100 


68 


1000 


Bolt Action Rifle 


34 


100 


100 


75 


Crossbow 


35 


500 


100 


31 


Sine 


36 


Any 


Any 


1000 


Cosine 


37 


Any 


Any 


1000 



50 The fourth class of force effects, variable parameter. Includes combinations of the behavior, synthesized, and wave 

table force effects discussed above. The parameters of the combined force effects can be variables that change over 
time, as a function of a mathematical formula or according to the disposition of the joystick's control handle. Examples 
of variable parameter force effects include use of a sine wave to modulate the amplitude of a spring, and a wave table 
effect that becomes stronger as the velocity with which the joystick control handle is moved increases. It is highly 

55 desirable to enable the parameters of a force effect being rendered to be varied by the MCU instead of the host com- 
puter If the host computer were required to vary the parameter in real time and provide continuous updates to the 
processor, the task would significantly increase the computational load on the host computer. 

It should be noted that the scheduler superimposes every force effect on the play list that is scheduled for the 



EP0 875 819 A1 



current servo clock tick, so that the MCU only renders the total of those force effects for the current tick. If a switch or 
push button associated with a force effect is actuated by the user, the ID number for that force effect will be entered 
on the play list and rendered by the MCU. Further, the time inten^al during which a force effect Is applied will nomially 
equal the time during which the switch/push button remains actuated. 

5 

Process Lists. Plav Lists, and Button lists 

Process list force effects are based on process lists that provide for the rendering of combinations of the first four 
force effect classes, i.e., behavior, synthesized, variable parameter, and wave table force effects. There are three types 

TO of process lists: superimposed, sequential, and concatenated. All of the force effects included in a superimposed proc- 
ess list are generated simultaneously. Significantly, superimposed process lists implement each force effect on the list 
according to the lifetime parameters of each force effect. In this way, force effects on the list may stop and start at 
different times so that the superimposition of all of the force effects on the list will only occur for that portion of the 
overall lifetime of the process list when all of the listed force effects are being generated. Any force effect included on 

IS the process list may terminate once the duration of the force effect specified in its parameters is completed and the 
other force effects can continue being generated. 

A sequential process list provides for rendering and generating of the force effects included in the list sequentially, 
so that each successive force effect is generated only after the preceding force effect is completed. Significantly, each 
force effect retains the amplitude envelope specified in Its parameters. A sequential process list always Implements 

20 each force effect separately, until the specified duration of the force effect is complete. Only then will the next force 
effect on the sequential process list be rendered by the MCU and generated. 

A concatenated process list is similar to a sequential process list because the force effects on the list are individually 
rendered and generated in the sequence in which they appear on the list. However, the concatenated process list also 
invokes an overall amplitude envelope that supersedes the individually defined amplitude envelopes of the force effects 

25 that are included on the list. Thus, the individual force effects in a concatenated process list are implemented sequen- 
tially under an overall amplitude envelope that may significantly modify the amplitudes indicated in the profile parameter 
for each force effect. 

Furthermore, process lists can contain a nested reference to another process list. In this way, a plurality of process 
lists may be nested to create extremely complex force effects for rendering and generation. Process lists are similar 

30 to subroutine calls because they permit a complex combination of force effects to be Invoked with a single command 
(ID number) that is assigned to the combination. Although a process list active on the play list is implemented by the 
scheduler at every increment (tick) of the sen^o clock, the process list employs its own process list clock to time out 
individual force effects on the process list after they have been rendered and generated. 

A play list that is Implemented by the scheduler can perhaps best be understood as a special case of a superim- 

35 posed process list. The play list is a chronological ordering of ail of the force effect IDs that have been indicated by the 
host computer for each tick of the servo clock. Since the play list is completely traversed for each sen^o clock tick, the 
actual force effect rendered by the MCU at a tick is the summation of all effects on the play list that are indicated for 
that time. Further, each force effect has an associated lifetime, and the time remaining for a force effect is computed 
for each traverse of the play list. Although force effects remain stored within the memory of the MCU for later use, the 

40 force effects originally on the play list that have timed out are marked inactive and removed from the list. 

The host computer may modify a parameter of a force effect being generated, in real time, by sending a command 
to the MCU that Includes a new parameter and the ID number for the force effect. However, force effects are not 
modified in mid-rendering by the MCU; instead, modifications in rendering are synchronously performed in the host 
command parsing routine. Also, force effects can be started and stopped when the host computer indicates the ID 

45 number of the force effect and the desired action. Whenever a force effect that was stopped is restarted before its 
lifetime counter has timed out, its lifetime counter will be restarted with the Initial value stored before the Interruption 
occurred. 

As discussed above, the button list includes the status of actuated switches and push buttons and is maintained 
by the MCU separately from the play list. Typically, the button list contains ID numbers for force effects that are mapped 

50 to specific push buttons or switches in a one-to-one correspondence. However, a plurality of ID numbers corresponding 
to multiple force effects can also be mapped to a single switch or a push button. The host computer may indicate the 
mapping of the switches and push buttons or enable the user to selectively map desired force effects to particular push 
buttons or switches. Whenever the MCU detects that a push button or switch mapped to a force effect is engaged, the 
force effect is added to the play list and remains there until the push button or switch is disengaged. Thus, mapped 

55 effects are added to and removed from the play list whenever a change in the state (engaged/disengaged) of a push 
button or a switch occurs. 
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Examples of Force Effect Objects 

In FIGURE 6, a generic overview of a force effect object 1 68 is illustrated. A specific data structure 1 54 applied to 
a force effect object includes the force effect class in a block 156, a lifetime value in a block 160 and a data pointer 

s 1 56. Block 1 56 is employed to indicate the class of the force effect, i.e., behavior, wave table, synthesized, or variable 
parameter. Data pointer 158 indicates an address in memory of a data structure 162 used for storing the parameters 
of a specific force effect, and data structure 162 includes a first parameter in a block 164 through an n,h parameter in 
a block 166. An ID number is assigned to force effect object 168 when data structure 154 and data structure 162 are 
employed to create the force profile of a particular class of force effect 

10 Since the host computer employs the ID number to indicate a specific force effect for rendering by MCU 10, the 
host computer does not have to allocate the actual memory for storing an identification of the two data structures to 
indicate a specific force effect. Instead, MCU 10 has the task of translating an ID number for a force effect into corre- 
sponding storage locations for the data structures that apply to the force effect so that the force effect can be rendered. 
In this way, the computational overhead required of the host computer for indicating the rendering of force effects is 

IS dramatically reduced. Also, host computer 32 can update the values for the parameters contained within data structure 
162 simply by sending a command that specifies the ID number for the relevant force effect and provides new value 
(s) for its parameters. 

In the preferred embodiment, MCU 1 0 has predetermined storage locations in RAM for sixteen force effect profiles 
and sixteen ID numbers. The force effect profiles downloaded from host computer 32 to MCU 10 are provided in a 

20 particular order, so that the amount of RAM allocated by the MCU for storing force effect profiles may be conserved. 
Host computer 32 first provides the force effect profiles for all of the non-process list force effects to MCU 10, and the 
host computer receives the ID numbers assigned to each force effect after the profile is downloaded to the MCU. Next, 
host computer 32 employs the ID numbers provided by MCU 10 to identify the force effect profiles for any process list 
force effect that is downloaded to the MCU. An alternative embodiment of the present invention could provide for 

2S dynamically scaling the amount of RAM allocated for force effect profiles to match the number and type of force effect 
profiles downloaded by the host computer. 

An overview of a process list object 169 is shown in FIGURE 7. Process lists are a special case of a force effect 
object, because the lifetime value required for a force effect object is not applicable to a process list object. Although 
process list object 169 employs a general data structure 188 that identifies the class as a process in a block 190 and 

30 a data pointer 1 92, the lifetime value In a block 1 94 is thus not included. Instead, the lifetime of the process list object 
is determined by the values contained within a specific data structure 170 at the memory address indicated by data 
pointer 192. Significantly, an ID number may be associated with process list object 169 so that host computer 32 can 
indicate the process list to the MCU in the same manner as if it were a force effect object representing a single effect. 
Data structure 170 includes the process type in a block 172, a plurality of effect indices, including an effect index 

35 1 in a block 174 through an effect Index n in a block 182. their associated lifetime values in blocks 176 and 184. The 
default values for the lifetimes are the values that were initially downloaded for the individual effect data structures. 
However, the lifetime values may be modified by the host computer from the default values. The process type in block 
172 indicates how the effects identified by the list are to be rendered by the processor e.g., superimposed, concate- 
nated, or sequential. An end of list flag 1 86 signifies that ail of the effects indexed by the process list have been identified. 

40 Moving now to FIGURE 8, an expanded view of an exemplary process list object 169' is provided. General data 

structure 188 includes block 190. which identifies the class as a process list object. Data pointer 192 indicates the 
memory address of a specific data structure 1 70' for the process list object, and a block 1 72' indicates that the process 
list object is sequential. The effect index 1 in a block 174' indicates another specific data structure 154', and a block 
156' of the specific structure specifies that the force effect class is a wave table. Although a lifetime value (75) in a 

45 block 160' is associated with data structure 154', a force effect lifetime in a block 176' determines the actual duration 
(lifetime) of the wave table effect on the process list. In this example, the process list lifetime value is 75 servo clock 
ticks, which is the same as the lifetime value of the wave table effect. However, if the values were different, the value 
of the force effect lifetime In block 176' would supersede the value of the lifetime in block 160' in determining the length 
of time on the process list that the wave table force effect will be produced. 

so Specific data structure 154' also includes a data pointer 158' that indicates a data structure 162' for storing the 

parameters of the wave table force effect. Data stnjcture 162' begins with a parameter 1 in a block 164' and concludes 
with a parameter n in a block 166'. 

A force effect index 2 in a block 178* points to another specific data structure 154", and a block 156" defines the 
force effect class to be a spring. Although a lifetime value (60) is indicated in a block 160" of data structure 154", a 

55 force effect lifetime value in a block 180' determines the actual duration (lifetime) of the spring effect on the process 
list. For this example, the process list lifetime is set at 50 sen/o clock ticks in block 180'. Thus, the force effect lifetime 
in block 180' will supersede the lifetime value (60) indicated by block 160", thereby shortening the actual duration of 
the spring effect on the process list. 
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End of list flag 186' indicates that the process list has been traversed, and that there are no more force effects on 
the list for rendering by the processor. Thus, whenever the host computer Indicates the ID number for process list 
object 169' to the processor, the wave table force effect and the spring force effect will be rendered sequentially for 75 
and 50 servo clock ticks (125 total ticks), respectively. It is envisioned that a plurality of force effect objects may be 
5 implemented by a process list that includes another nested process list simply by referencing the ID number assigned 
to the initial process list. 

Turning now to FIGURE 9, an oven^iew of a play list object 200 is provided. A general data structure 214 of the 
play list object includes a plurality of force effect indk:es and force effect times. The data structure of a play list object 
is similar to that of a process list object, except that the play list object does not include a process type. Instead, play 

10 list object 200 includes a list of superimposed force effects. The play list (object) is traversed for each increment (tick) 
of the servo clock, and every force effect scheduled for a particular tick is rendered and summed. Starting with a force 
effect index 1 in a block 202 and finishing with a force effect index n in a block 210, each force effect that is scheduled 
for the current sen/o clock tick is identified. The values of the force effect times in a block 204 through a force effect 
time n in a block 21 2 are employed to determine the scheduling of the corresponding force effect indices. A force effect 

IS time includes a lifetime value for the force effect and may also include a start time. An end of list flag 21 6 is employed 
to determine when the play list has been completely traversed for each tick of the servo clock. All of the force effects 
determined for the current tick of the servo clock are accumulated, so that MCU 10 only renders the total of the force 
effects for the cun-ent tick. 

Force effect index 1 in block 202 points to general data structure 188 for a process list, and the value of the first 
20 force effect time (200) in a block 204 is employed to determine the actual lifetime or duration of the process list defined 
by data stnjcture 188, on the play list. The value of the first force effect time on the play list may be less than or greater 
than the total time of the force effect lifetimes on the process list. The explanation of data structure 188 set forth above 
also applies in this example. 

Significantly, the play list force effect time supersedes the total amount of time indicated by the process list to 
25 render the force effect. Since the play list first force effect lifetime value (200) exceeds the lifetime of the indexed 
process list force effect (125). the process list will loop until the play list lifetime value expires. 

A force effect index 2 in a block 206 points to a specific data structure 1 54"' for a synthesized force effect. A data 
pointer 1 58"' points to a data structure 1 62"' that includes the parameters for the synthesized force effect. The actual 
amount of time that the synthesized force effect is applied is determined by the value (50) In a block 208; this time 
30 always supersedes the value (60) of a lifetime value in a block 160"', if they differ. Thus, as described above, general 
data structure 214 is completely traversed by the scheduler for each tick of the servo clock, so that the force effect 
rendered by MCU 10 is generated as an accumulation of every force effect scheduled for the current tick of the sen/o 
clock. 

Although the present invention has been described in connection with the preferred form of practicing it, those of 
35 ordinary skill in the art will understand that many modifications can be made thereto within the scope of the claims that 
follow. Accordingly, it is not intended that the scope of the invention in any way be limited by the above description, 
but instead be determined entirely by reference to the claims that folbw. 



40 Claims 

1 . A force feedback device that is responsive to a request from a host computer to generate scheduled force effects, 
comprising: 

4S (a) a member adapted to be grasped by a user of the force feedback device; 

(b) a prime mover coupled to the member, said prime mover producing a force that acts on the member; 

(c) a processor coupled to the prime mover, said processor rendering the force effect to produce a drive signal 
that is coupled to the prime mover, causing the prime mover to generate a force corresponding to the force 
effects; and 

50 (d) a scheduler implemented by the processor, said scheduler scheduling the force effects so that they are 

generated during time inten/als requested by the host computer; 

(e) a communication link coupling the host computer to the processor, said communication link conveying the 
request to render the force effects from the host computer to the processor, for scheduling the force effects. 

55 2, The force feedback device of Claim 1 , wherein the scheduler establishes an order of execution for the force effects 
in response to commands received from the host computer In the request. 



3. The force feedback device of Claim 1. wherein the scheduler establishes a start time and a stop time for each 
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force effect generated in response to commands received from the host computer. 

4. The force feedback device of Claim 1 . further comprising a servo clock that is employed to determine a duration 
for each of the time intervals, said scheduler responding to the servo clock to control the duration of a force effect. 

5 

5. The force feedback device of Claim 1 , wherein a plurality of the force effects are executed concurrently, causing 
a superimposition of said plurality of the force effects. 

6. The force feedback device of Claim 1 , wherein one force effect comprises a plurality of other force effects. 

10 

7. The force feedback device of Claim 1, further comprising a memory in which a profile of a force effect initially 
received from the host computer and an identifier that is assigned to said profile are stored, said scheduler receiving 
the unique identifier for each force effect requested by the host computer for use in scheduling the force effects. 

IS 8. The force feedback device of Claim 7, wherein the scheduler receives the unique identifier and a modification of 
a parameter of the profile that was stored from the host computer, said processor employing the modification of 
the parameter when rendering the force effect. 

9. The force feedback device of Claim 7, wherein the processor receives a plurality of force effect profiles from the 
20 host computer that are combined Into a single force effect by the scheduler, said single force effect being assigned 

a unique identifier. 

10. The force feedback device of Claim 1 . further comprising a memory that stores a table of predefined force effect 
profiles, each of said profiles being assigned a unique identifier, said unique identifiers being used by the scheduler 

25 in identifying each predefined force effect that is Included in the scheduled force effects to be generated. 

11. The force feedback device of Claim 1 , wherein each force effect belongs to one of a plurality of different classes, 
said plurality of different classes including: a behavior class, a wave table class, a synthesized class, a variable 
parameter class, and a process list class. 

30 

12. The force feedback device of Claim 1 , further comprising a switch that Is coupled to the processor, said scheduler 
mapping a force effect to the switch so that said force effect Is rendered by the processor when the switch is 
actuated. 

55 1 3. The force feedback device of Claim 1 2, wherein the processor receives a request from the host computer indicating 
said force effect that is mapped to the switch. 

14. The force feedback device of Claim 1 2, wherein the scheduler immediately causes the force effect mapped to the 
switch to be rendered and generated when the switch Is actuated and stops said force effect from being generated 

40 when the switch Is no longer actuated. 

15. The force feedback device of Claim 1, wherein the communication link comprises a game port and a musical 
instrument digital interface port. 

45 16. The force feedback device of Claim 1 , wherein the communication link comprises a universal serial bus port. 

17. The force feedback device of Claim 1 , wherein the communication link comprises a game port and a serial port. 

18. The force feedback device of Claim 1 , further comprising a plurality of prime movers coupled to the member, at 
50 least one of said plurality of prime movers acting on the member to produce each force effect. 

19. The force feedback device of Claim 1, further comprising a sensor, said sensor producing a signal indicative of 
whether the user is gripping the member, said processor being coupled to the sensor and responding to the signal 
by preventing the prime mover from producing any force effect when the user is not gripping the member 

55 

20. The force feedback device of Claim 1, wherein a superimposed force effect comprising multiple force effects that 
are executed simultaneously is among the plurality of scheduled force effects controlled by the scheduler. 
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21. The force feedback device of Claim 1 , wherein a sequential force effect comprising multiple force effects that are 
executed sequentially is among the plurality of scheduled effects controlled by the scheduler. 

22. The force feedback device of Claim 1 , wherein a concatenated force effect comprising multiple force effects that 
5 are executed sequentially and have a predetermined envelope is among the plurality of scheduled effects controlled 

by the scheduler, said envelope controlling an amplitude of said multiple force effects that are executed sequentially 

23. A force feedback device that generates force effects in accord with a schedule, comprising: 

10 (a) a force generator that responds to a drive signal by producing a force that acts on a member, said member 

transmitting the force to a user in contact with the member so that the user experiences a force effect; 

(b) a sensor that detects a position of the member and produces a signal indicative of the position, said signal 
being used in defining at least one of the force effects; 

(c) a memory for storing data that specify the force effects; and 

IS (d) a processor, coupled to the force generator, the sensor, and the memory, said processor executing machine 

instructions that are stored in the memory and carrying out a plurality of functions defined by said machine 
instructions, including detennining when each force effect is initiated and a duration of each force effect in 
accord with the schedule, said processor rendering each force effect as specified by the data stored in the 
memory, and when a force effect is required by the schedule, providing a corresponding drive signal to the 

20 force generator. 

24. The force feedback device of Claim 23, wherein an order in which the force effects are executed is defined in the 
schedule. 

2S 25. The force feedback device of Claim 23. wherein a relative start time and a duration of each of the force effects are 
specified in the schedule. 

26. The force feedback device of Claim 23, further comprising a serwo clock that is employed by the processor to 
determine a time interval for completing the plurality of force effects defined by the schedule, said processor ter- 

30 minating any force effect being produced at an end of said time interval. 

27. The force feedback device of Claim 23, wherein the schedule provides for superimposing multiple force effects. 

28. The force feedback device of Claim 23, wherein a force effect included on the schedule comprises a combination 
35 of other force effects. 

29. The force feedback device of Claim 23, wherein the processor stores profiles for the plurality of force effects in 
the memory and assigns unique Identifiers to the plurality of force effects, each unique identifier being associated 
with a profile for a different one of the plurality of force effects, the processor rendering a force effect that is specified 

40 in the schedule by the unique identifier for said force effect, in accord with the profile for sakJ force effect. 

30. The force feedback device of Claim 29, wherein a change in a parameter of a profile is stored in the memory by 
the processor to alter a force effect. 

^ 31 . The force feedback device of Claim 29, wherein a plurality of profiles are combined to indicate a single force effect 
that is assigned a unique identifier. 

32. The force feedback device of Claim 23, wherein a plurality of profiles are predefined in the memory. 

so 33. The force feedback device of Claim 23, wherein each of the force effects is characterized as one of a plurality of 
different classes, said plurality of different classes including: a behavior class, a wave table class, a synthesized 
class, a variable parameter class, and a process list class. 

34. The force feedback device of Claim 23. further comprising a switch that is coupled to the processor, a force effect 
ss being mapped to the switch and rendered by the processor when the switch is actuated. 

35. The force feedback device of Claim 23, further comprising a plurality of force generators coupled to the member, 
at least one of said plu rality of force generators acting on the member to produce each of the plurality of force effects. 
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36. The force feedback device of Claim 23, further comprising a sensor, said sensor producing a signal indicative of 
whether the user is gripping the member, said processor being coupled to the sensor and responding to the signal 
by preventing the force generator from producing any force when the user is not gripping the member 

s 37. The force feedback device of Claim 23, wherein a superimposed force effect comprising multiple force effects that 
are executed simultaneously is among the plurality of force effects included on the schedule. 

38. The force feedback device of Claim 23, wherein a sequential force effect comprising multiple force effects that are 
executed sequentially is among the plurality of force effects included on the schedule. 

10 

39. The force feedback device of Claim 23, wherein a concatenated force effect comprising multiple force effects that 
are executed sequentially and have a predetermined envelope is among the force effects included on the schedule, 
said envelope controlling an amplitude of said multiple of force effects that are executed sequentially 

IS 40. A method for controlling a device that generates force effects, comprising the steps of: 

(a) storing data that define the force effects in a memory of the device; 

(b) creating a schedule of force effects that defines when each force effect that is included on the schedule 
should be initiated and a duration of each force effect; 

20 (c) as a function of the schedule, providing a drive signal that enables a force corresponding to the force effect 

to be produced by the device, so that the force effects are generated in accord with the schedule. 

41. The method of Claim 40, wherein the step of creating the schedule includes the step of specifying an order in 
which the force effects are to be produced, to define the schedule. 

2$ 

42. The method of Claim 40, wherein the step of creating the schedule includes the step of Indicating a start time and 
duration for each force effect, to define the schedule, 

43. The method of Claim 40, further comprising the step of terminating a force effect following a lapse of a predefined 
30 time inten/al. 

44. The method of Claim 40. wherein the schedule specifies multiple force effects that are superimposed. 

45. The method of Claim 40, wherein a force effect specified by the schedule comprises a combination of other force 
35 effects. 

46. The method of Claim 40. further comprising the steps of: 

(a) assigning a unique identifier to each force effect; and 

40 (b) specifying each force effect Included in the schedule with the unique Identifier for said force effect. 

47. The method of Claim 46, further comprising the step of modifying a parameter of the data that define a force effect 
to change the force effect. 

^ 48. The method of Claim 46, wherein data specifying a plurality of force effects are combined to specify a single force 
effect. 

49. The force feedback device of Claim 40, further comprising the steps of: 

so (a) storing data that define predefined force effects in the memory, each of the force effects being assigned a 

unique identifier; and 

(b) in response to a request to produce one of the predefined force effects identified by the unique identifier, 
producing said force effect. 

ss 50. The method of Claim 40, wherein each force effect is one of a plurality of classes, said plurality of classes including: 
a behavior class, a wave table class, a synthesized class, a variable parameter class, and a process list class. 

51. The method of Claim 40, further comprising the steps of 
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(a) providing a switch that is coupled to the device; and 

(b) mapping a force effect to the switch so that said force effect is produced when the switch is actuated. 

The method of Claim 40, wherein at least a portion ot the data defining the force effects are transmitted to the 
device from a host computer to which the device is adapted to be coupled. 

53. The method of Claim 40. wherein a force effect included on the schedule comprises multiple force effects that are 
produced simultaneously. 

10 54. The method of Claim 40, wherein a concatenated force effect included on the schedule comprises multiple force 
effects that are produced sequentially, the concatenated force effect having a pre-determined envelope, said en- 
velope controlling an amplitude of the force effects that are produced sequentially. 

55. The method of Claim 40, wherein a sequential force effect included on the schedule comprises multiple force 
IS effects that are produced sequentially 

56. A force feedback device that is responsive to a request from a host computer to generate a force effect, comprising: 

(a) a member adapted to be grasped by a user of the force feedback device; 
20 (b) a prime mover coupled to the member, said prime mover producing a force that acts on the member; 

(c) a processor coupled to the prime mover, said processor rendering the force effect to produce a drive signal 
that is coupled to the prime mover, causing the prime mover to generate a force corresponding to the force 
effect; and 

(d) a communication link coupling the host computer to the processor, the communication link conveying the 
2$ request to render the force effect from the host computer to the processor, said processor determining whether 

the processor is linked to the host computer through a musical Instrument digital interface port or through a 
serial port and automatically configuring the communication link to employ an appropriate one of a musical 
instrument digital interface protocol and a serial protocol to communicate with the host computer. 

30 57. A force feedback device, comprising: 

(a) a member adapted to be grasped by a user of the force feedback device; 

(b) a prime mover coupled to the member, said prime mover producing a force that acts on the member; 

(c) a sensor that detects a position of the member and produces a signal indicative of the position; 

35 (d) a processor coupled to the prime mover and to the sensor, said processor responding to the signal to 

determine a deviation in the position of the member away from a centered position and producing a drive 
signal that Is supplied to the prime mover to cause it to generate a restoring force that is applied to the member, 
said restoring force tending to move the member to the centered position. 



52. 

5 



55 
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